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Definition Of Terms 

As used in the context of discussing the present invention and prior art which 
relates to the present invention, the term "target" refers to either an object or a 
person (as those terms are defined immediately below), or any portion of an object 
15 or a person. The term "object" refers to an inanimate object. The term "person " 
refers to a human being. 

BACKGROUND OF THE INVENTION 

20 1. Field of the Invention 

The present invention relates generally to target tracking and gesture 
recognition. In particular, the present invention relates to a system and method for 
determining the location of a target relative to a projection screen in a room or small 
area for the purpose of altering images proj ected onto the proj ection screen, such as 
25 providing a pointer or highlighted area as controlled by the location of the target. 

2. Description of the Related Art 

One approach for determining the location of a target involves stereoscopic 
images, which are three-dimensional images based on two slightly different two- 
30 dimensional images. For example, U.S. Patent No. 5,383,013, issued to Cox 
(hereinafter, "Cox"), discloses a method where corresponding features in the left and 
right images of a stereoscopic view of a scene are determined. The disparity 
between the corresponding object in the scene in the left and right images is first 
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determined. The disparity is used along with the known separation distance of the 
pair of cameras to provide a measurement of the distance of the target from the pair 
of cameras. One disadvantage of the approach disclosed in Cox is that two cameras 
must be used, which adds significantly to the cost and complexity of the system. In 
particular, Cox is computationally intensive as image features must be cross- 
correlated in order to determine disparity. 

Another approach for determining the location of a person is disclosed in 
U.S. Patent No. 5,465,144, issued to Parker et al. (hereinafter, "Parker"). Parker 
discloses a method for tracking a person with a camera. The person wears an 
infrared beacon, and the infrared beacon is tracked. In addition to the drawback of 
requiring the person to wear an active device, this system will have problems when 
the person is not facing the camera. 

Another approach for determining the location of an target is presented in 
Leibe et ai, "The Perceptive Workbench: Towards Spontaneous and Natural 
Interaction in Semi-Immersive Virtual Environments," December, 2000, found at 
www.cc.gatech.edu/ccg/projects/perceptive/perceptive_cga/perceptive_cga.html 
(hereinafter "Leibe"). Leibe discloses a system where multiple near-infrared light 
sources are arranged below a desk. A camera with a filter that blocks out all visible 
light is also located below the desk. The underside of the desk is illuminated by the 
near-infrared light sources. Everything close to the desk surface reflects this light 
and can be seen by the camera under the display surface. Using a combination of 
intensity thresholding and background-subtraction, interesting regions of the camera 
image are extracted and analyzed. One disadvantage of the approach disclosed in 
Leibe is that only the location of targets that are close to the desk surface can be 
determined. 

Leibe also discloses a system and method for determining the location of part 
of a person's arm. Light sources are arranged above the desk, illuminating the desk 
surface. The camera with the infrared filter is still located beneath the desk. A 
person stands in front of the desk and moves her/his arm over the desk, casting a 
shadow on the desk surface. The camera sees all the near-infrared light from the 
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light sources, except the region that is blocked by the person's arm. Leibe then uses 
intensity thresholding and background subtraction to distinguish the person's arm 
from the background in the images recorded by the camera. One disadvantage of the 
approach disclosed in Leibe is that it is assumed that the arm's shadow always 
touches the image border. Hence, the middle of the area where the arm's shadow 
touches the image border is treated as an approximation for the origin of the arm, 
and the point that is farthest away from the shoulder is treated as the fingertip. Leibe 
is limited to the situation where only part of a person's arm needs to be tracked. 

SUMMARY OF THE INVENTION 

In accordance with the present invention, a robust system and method for 
determining the location of a target in a room or small area using inexpensive 
infrared technology is provided. In the system two light sources are arranged to 
illuminate a proj ection surface. A target is located between the light sources and the 
projection surface. The light sources shining on the target cast shadows on the 
projection surface, one shadow for each light source. An imaging device placed 
behind the projection surface detects the shadows. 

In one embodiment of the present invention, the light sources are infrared 
light sources, and the imaging device is sensitive to infrared light, but impervious 
to visible light. The light sources in one embodiment are distinguished from one 
another by illuminating the projection surface during alternate frames. Frequency 
may be adjusted so that illumination may occur during more than one frame for each 
source. Alternatively, the sources may be distinguished by intensity or polarization, 
rather than alternately turning them on. 

The target's location can be inferred from the size and the location of the 
different shadows caused by the individual light sources. One example of 
determining the target's location is determining the distance that the target is located 
away from the projection surface. Another example of determining the target's 
location is determining the target's height. Where the target is a person, another 
example of determining the target's location is determining the center of the head of 
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the person or the location of the person's extremities, such as the distance that the 
person's fingertip from the screen. 

The location of the target can be used to alter what appears on the projection 
surface. For example, a persons finger location can be used to move a cursor or 
5 pointer, or indicate an area which should be highlighted. A person' s finger distance 
from the screen might be used to cause a function similar to a mouse button click. 

BRIEF DESCRIPTION OF THE DRAWINGS 

Further details of the present invention are explained with the help of the 
attached drawings in which: 1 

Figs. 1-3 and 5 show a top view of a system in accordance with the present 
invention; 

Fig. 4A shows a shadow image as recorded by a video camera with a filter 
over the lens that blocks all visible light; and 

Fig. 4B shows the shadow image in Fig. 4A, after the step of thresholding. 

DETAILED DESCRIPTION 

A. System Overview 

Figs. 1-3 show a top view of a system in accordance with the present 
20 invention. In the system, inexpensive infrared technology is used to robustly detect 
the location of a target in a room or small area. The system includes two infrared 
light sources 5 and 10, separated by a baseline distance and arranged to illuminate 
a translucent screen 15. A target 20 is located between the sources 5 and 10 and 
screen 15. In the embodiment of the invention shown in Figs. 1-3, the target 20 is 
25 a person. A display 95 (for example, the display of a computer) is projected onto the 
screen 15. The person 20 can interact with the display 95 while, for example, 
making a presentation to an audience. 

The light sources 5 and 10 shining on the person 20 will cast two different 
shadows on the screen 15. The shadow 25 cast by light source 5 is shown in Fig. 1 . 
30 The shadow 30 cast by light source 1 0 is shown in Fig. 2. Both shadows 25 and 30 
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are shown in Fig. 3. A video camera 35 placed behind the screen 15 images the 
shadows. The video camera 35 is sensitive to infrared light, but is impervious to 
visible light. This is accomplished, for example, by placing a filter 40 for blocking 
visible light on the lens 45 of the video camera 35. Other kinds of imaging devices 
are also suitable for use in accordance with the present invention. In Figs. 1-3, the 
person 20 is standing in front of a translucent screen 15, and is illuminated by light 
sources 5 and 1 0. Other types of projection surfaces can be used in accordance with 
the present invention. 

The sources 5 and 10 can be placed on the ceiling so that only targets near 
the screen cast shadows on the screen. The shadows from each source will be offset 
by an amount that is related to the object's distance from the screen. The 
displacements can be used to find the object's distance from the screen using simple 
trigonometric considerations. If the target is a person, his or her location is useful 
for a number of applications, including conversational character interfaces, 
immersive audio, automatic camera control and virtual reality. 

B. Distinguishing Light Sources 

Where a plurality of light sources are used in accordance with the present 
invention, the light sources must be distinguished from one another so that the step 
of determining the target's location can be performed. The light sources 5 and 10 
can be distinguished by frequency, intensity, polarization, or other means. 

One method is to distinguish the light sources 5 and 10 by frequency. This 
means that only one light source illuminates screen 1 5 at any given time. The light 
sources 5 and 10 are alternately illuminated at a particular rate, which will 
hereinafter be called the "switching rate." This switching rate is synchronized with 
the video frame rate, so that each source illuminates alternate video frames. Many 
video capture cards have synchronization outputs that can be used for this purpose. 

Alternatively, the light sources 10 and 15 can be switched at a rate that is 
slower than the video frame rate, so that several successive frames are illuminated 
by each source. The pixel differences between successive frames will be detectably 
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larger when the light source changes. From this, the system can estimate a change 
frequency and periodically correct it as in a phase locked loop. This approach trades 
software complexity for the advantage of not having to synchronize the sources in 
hardware. Another approach is to use polarizing filters on the light sources so that 
5 the light sources do not have to be alternately illuminated and to use LCD shutters 
or other methods of variable polarization to analyze the image, 

C. Imag in g the Projection Surface 

Referring to Figs. 1-3, a video camera 35 is placed behind the screen 15 for 
1 0 the purpose of imaging. This video camera captures what appears on the side of the 
screen 15 opposite the person 20 as a series of images. The video camera 35 in one 
embodiment is sensitive to infrared light and impervious to visible light. While a 
video camera is used in the preferred embodiment, any number of imaging devices 
could be used in accordance with the present invention. 
15 In a further embodiment of this system, the mapping function between 

camera image and screen shadow coordinates can be found automatically without 
use of infrared sources. This is done by removing any infrared filter from the video 
camera 35 and using the sources 5 and 10 to illuminate in the visible range. The 
camera 35 then views the displayed shadow images from the backscatter on the 
20 screen 15. 

To determine what screen coordinates map to camera coordinates, a 
calibration image is projected on the screen 15. For example, a single dot can be 
placed on the camera image, and its coordinates can be detected. In practice, many 
points can be calibrated at once if a regular image, such as a grid, is used. The grid 
25 can be swept such that all pixels are mapped, or else intermediate pixels can be 
determined by interpolation. The result is a 2-dimensional lookup table that maps 
camera image coordinates to absolute screen coordinates, and will compensate for 
lens distortions or any other aberrations such as the unavoidable offset of the video 
camera 35 from the axis of projection. 

30 
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D. Segmenting the Target Boundaries in the Imag es 

One or more targets can be identified in the screen image by thresholding 
such that all silhouette pixels are zero and all other pixels are one. Fig. 4A shows 
a shadow image as recorded by a video camera with a filter 40 over the lens 45 that 
5 blocks all visible light. The image is then thresholded, meaning that all silhouette 
pixels are assigned a value of zero and all illuminated pixels are assigned a value of 
one. Fig. 4B shows the shadow image in Fig. 4A, after the step of thresholding. 
Each image in the series of images recorded by camera 25 is thresholded. Although 
segmenting the target boundaries in the images is accomplished in the preferred 
10 embodiment by thresholding the images, any number of techniques could also be 
used in accordance with the present invention. 

E. Determining the Target's Location 

The location of person 20 can be inferred from the size and the location of 
15 the shadows 25 and 30. Referring to Figs. 1-3, one example of determining the 
target's location is determining the distance that the person 20 is located away from 
the screen 15. This is done by determining the location disparity between 
corresponding points on the two shadows, because the shadows from each source 
will be offset by an amount that is related to the person's distance from the screen. 
20 For example, the first spatial moment of a shadow corresponds to the center of mass, 
or centroid, of the target casting the shadow. In Fig. 1 the centroid of the person 20 
in shadow 25 is located approximately at point 70. Similarly, in Fig. 2 the centroid 
of the person 20 in shadow 25 is located approximately at point 75. The 
displacement between points 70 and 75 gives a good estimate of the disparity, and 
25 the target's distance between the centroids is a good estimate of the average 
disparity. Straightforward heuristics can then be used to estimate the user ' s location. 

In many cases, a one dimensional estimate is all that is required to determine 
a target's location. Projecting the silhouette image on the X-axis and finding the 
mean or first central moment gives an excellent measure of the person's X-position. 
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Often this will be accurate enough that the disparity can be estimated by subtracting 
the X coordinates of the two disparate images. 

Another example of determining the target's location is determining the 
height of the person 20. This is done by median-filtering the maximum Y-extent of 
the shadow caused by a particular light source over a time interval. This yields a 
robust estimate of the height of the person 20 because the head is typically the high 
point since it is not comfortable to reach over the head for an extended period of 
time. A median filter will remove transient events where extremities might be 
higher than the head, such as pointing at a high location. Subtracting a few inches 
from the height gives a reasonable estimate of the center of the head. The estimate 
can be refined by examining the image in the immediate vicinity, and detecting 
shape features such as an ovoid head shape or the convexity of the neck. 

To find extremities such as an outstretched arm or hand, simple heuristics 
again suffice. Examining the shadow boundary points of maximum distance from 
the shadow centroid will identify extremities, such as the outstretched arm or the 
hand. Maximally extremity points more than a certain distance from the centroid 
will identify the locations of a pointing fingertip or pointing device held in a user's 
hand. The location and trajectory of a fingertip over time can be used to control a 
pointing device, or zoom a camera in on the indicated region. 

With identification of extremum, the distance from the extremities can 
further be determined. For example, referring, to Fig. 5, the distance of the 
outstretched hand 80 from the screen 15 can be determined. This is accomplished 
by determining the disparity between (i) the point in the shadow cast by light source 
5 that corresponds to the outstretched hand 80 (this is point 90 in Fig. 5) and (ii) the 
point in the shadow cast by light source 1 0 that corresponds to the outstretched hand 
80 (this is point 85 in Fig. 5). 

Additional heuristics can be used to discriminate between different gestures 
made using extremum. For example, matching hand-like or finger-like templates 
can be done to discriminate a waving hand from a pointing finger. Also by detecting 
displacement of the hand from a centroid or head, waving can be distinguished from 
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pointing. Motion characteristics which can be determined using data from multiple 
frames are also helpful to distinguish gestures. Extremities can be assumed to move 
more slowly than some maximum reasonable speed. 

While most of these methods could be used to track people in conventional 
5 video images, they will be more robust when used with the present invention system 
which distinguishes shadows, as opposed to a system which tries to directly separate 
content from video This is because reliably segmenting object boundaries in a video 
image is generally an unsolved problem. Non-object motion, ambiguous color or 
texture, or changing background imagery will confuse most person tracking systems. 
10 But, these problems are avoided completely using the method and system in 
accordance with the present invention. 

F. Using Extremum To Control What Appears on the Projection Surface 

Once the location of the user's hand has been detected, mapping from the 
15 image coordinates to the display screen coordinates gives the screen position of the 
extremity. Once the location of the hand or fingers is determined relative to the 
image, the user can be given control of a cursor or screen pointer as if using a large 
touch screen. As an example, pointing at or indicating a desired location on the 
screen 15 could be set to control movement of the cursor on the display of the 
20 computer 95 to the desired location. 

In one embodiment, when a person's hand is close enough to the screen 15, 
the equivalent of a mouse "button down" command could be issued to the computer 
95, perhaps in concert with audible feedback to the person. When the hand is far 
enough away from the screen 15 that the disparity is significant, then an averaging 
25 is used to determine the hand location, perhaps weighted to account for asymmetrical 
placement of the sources 5 and 1 0. When a user's hand is close enough to the screen 
(measured by disparity), say several centimeters, the mouse "button down" 
command is then issued to the computer. This could be very useful in a long- 
distance presentation. For example, in a teleconference, the indicated locations on 
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the projected image could be highlighted with a moving cursor at a remote site, 
without having to send the video information. 

In other embodiments, different hand shapes can be detected and used for 
different operations. For example a fist might mean "grab a graphic object" while 
a pointing finger might mean "draw a graphic object." More than one extremity can 
be detected, allowing a rich set of gestural interfaces. For example, two outstretched 
hands could rotate a 3-dimensional view by moving one hand closer to the screen 
while the other hand moves farther away. In this fashion, the user can control and 
interact with real or virtual objects displayed on the screen. 

Gesture recognition such as pointing and non-pointing combined with 
distance from the screen determination forms the basis for a robust gesture 
recognition system. Areas indicated by gesture during a presentation can further 
serve as a valuable additional information source. For example, in a teleconference, 
the indicated locations on the projected image can be highlighted with a moving 
cursor at a remote site, without having to send all the video information. This 
information could also be recorded, used as an additional indexing information 
source, or a zoomed version displayed to the audience. Text or graphics that have 
been pointed to by the presenter can be highlighted in a summary, or extracted to 
serve as an index. 

The system in accordance with the present invention replaces a touch screen 
interface, with the drawback that the user can not "touch" regions already occluded 
by the user's head or torso. This is not a burden on the user, since presenters will 
usually indicate only regions that the audience (and hence the JR camera) can see. 
Additionally, touch screens rarely allow more than one point of contact, and cannot 
estimate distance or gesture. 

In other embodiments of the present invention, more sophisticated analyses 
such as template matching or hidden Markov models are allowed to be used for 
general gesture recognition and user interaction. Recognizing gesture and body 
stance is an important part of interfaces using avatars or embodied characters. For 
example, knowing the user's head location allows the character's eyes to meet the 
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user. Three dimensional immersive audio requires the location of the user's head in 
order to generate the appropriate acoustic signals to give the sensation of 
surrounding sound. Three-dimensional video environments and virtual reality also 
make compelling use of location information. Depending on the users position, 
different views of a virtual or real scene can be displayed on the projection screen, 
allowing a user to walk around and see the view change as if the screen were a 
transparent window. 

A further embodiment of the present invention simplifies "color keying," that 
is, replacing a portion of one video image with another. Color keying is the 
technique used to superimpose the image of a weather-caster on a computer image. 
Traditionally color keying is done by videographing the subj ect against a background 
of uniform distinctive color, and pixels of the uniform background color are then 
replaced with the background image. Besides typically restricting the colors that the 
subject can wear, the subject must typically interact with images they cannot see. 
The present invention embodiment simplifies things for a subject considerably since 
if the IR source is located close to the camera and the shadow seen corresponds to 
exactly the region the person is covering on the screen. 

Although the present invention has been described above with particularity, 
this was merely to teach one of ordinary skill in the art how to make and use the 
invention. Many additional modifications will fall within the scope of the invention. 
Thus, the scope of the invention is defined by the claims which immediately follow. 
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